PROSTASIA: THE AXIOM OF PROTECTION 
Machines to Shield and Defend 


"The chess board is the world, the pieces are the phenomena of the universe, the rules of the game are 
what we call the laws of Nature. The player on the other side is hidden from us. We know that his play is always 
fair, just and patient. We also know, to our cost, that he never overlooks a mistake, or makes the 
smallest allowance for ignorance." -Thomas Huxley 


The Axiom of Prostasia is often seen as a simple and unsubtle study: Prostasia protects. From steel plates to 
protective scales to rippling waves of force, this Axiom is designed to keep the genius and her allies safe from 


harm. 


Definitions: 


Prostasia protects. Though its simplest application is to put metal and gravity between the genius and the 
enemy, any sort of protection is within Prostasia's purview. Any wonder that guards, shields, protects, or 
defends uses Prostasia. 


Common Notions: 


Construction: 


Physical armor, typically made of metal or ceramic, requires Crafts to build. Organic armor is possible and 
uses Medicine, though it requires Exelixi-1 to strengthen the components. Various "ray" shields and other 
devices use Science. 


Mania: 


Armor that is always on does not require Mania. Other wonders of Prostasia require one point of Mania per 
rank of Prostasia in the wonder to activate, and remain active for the duration of the scene. 


Stacking Armor: 


Wondrous armor stacks only at certain times and in certain ways. Physical armor, mundane or wondrous, 
never stacks with other physical armor. Shielding devices do not stack with other shielding devices. Shielding 
devices do stack with physical armor, whether it's mundane or wondrous, but in this case, the Armor rating 
for the two types of Armor is equal to the higher Armor rating +1, not to the sum of the two Armor ratings. 


Stacking ablative armor is ineffective, as equal damage is caused to every type of ablative armor worn. So if an 
attack causes three levels of Lethal damage, the attack removes three levels of ablative Health from each type 


of ablative armor worn. 


If one set of of armor is bulletproof, the armor set is considered bulletproof and ballistic damage is reduced to 
Bashing. 


Stacking ablative and regular armor is difficult. First, one must be physical armor and the other must bea 
shielding device, as required by the above stacking rules. Even then, the ablative armor automatically loses 


two Health levels of damage per point of Armor offered by the regular armor. 


Prostasia e Personal Defenses 
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A student of Prostasia can create Armor for humans, or other lifeforms. She can protect herself with suits of 
Armor and screens of energy, reflect bullets with ingenious magnetic arrays or confuse her foes with 
electronic counter measures. 


The amount of Armor provided depends on the Rank of the Wonder and whether the Wonder is always on or 
requires activation. 


Prostasia Always On Activated 
e 1 2 
ee 3 5 
eco 5 8 
(yyy) 7 11 
eccce 9 14 


A wonder of Prostasia's Core Modifier modifies the Armor score. 

A suit of armor's Size is equal to the wearer's. 

Resistance: 

By default, Prostasia armor provides equal general and ballistic protection. Prostasia Armor is not 
automatically bulletproof. However, Prostasia armor protects normally against Aggravated attacks caused by 
powerful Katastrofic weapons and by other means. 

Prostasia and Pressure: 

A single rank in Prostasia is sufficient to protect a person, a vehicle, or an automaton from crushing ocean 
depths or other sorts of high-pressure environments, so long as the wonder covers the subject's entire body. 
This applies only to full suits of armor and to shield-style protection that would apply to crushing force, not to 
vests or other partial protective measures (or, obviously, to psychic screens or other non-physical defenses). 
The "barrier" variable is not necessary to benefit from this function. 


Immunization and Vaccines: 


A student of Prostasia can create nanorobotic immune systems or modify his body to resist toxins. The Genius 
adds a bonus equal to Inspiration + Medicine + Core Modifier when making a roll to resist toxins or disease. 


Prostasia immunizations does not protect against Katastrofi disease guns, poisonous stingers or other powers 
that directly target the Health track. A Genius should build regular Armor instead. 


A Wonder that only protects against toxins or diseases but not both has a +1 bonus. 

Prostasia ee External Defenses 

The second dot of Prostasia allows the Genius to create Armor for vehicles and buildings. Vehicles (and 
buildings) receive Durability from Prostasia rather than Armor. This includes mundane vehicles enhanced by 
Prostasia and wonders of Skafoi. A variable can grant Automata Durability instead of Armor provided they 


have the "durable" variable. 


To find the amount of Durability that such a machine receives, multiply the Armor that the Prostasia wonder 
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would grant by the base Durability as determined by Size, as follows. 


Size Base Durability 
0-2 1 
3-8 2 
9-15 3 
16-25 4 
26+ 5 


So, a cloud bike (Size 6, base Durability 2) with basic Prostasia 3 protection (Armor 5) would have a 
Durability of (2x5) 10. Generally it requires Katastrofic railguns and orbital guns to do more than scratch the 
paint of a Prostasia-protected structure. 


Shielding and Durability: 


Shielding devices and other Wonders of Prostasia which need to be activated grant the same durability as 
Armor which is always on, but once activated they also grant their user an extra Structure equal to Size plus 
the new, increased Durability. This "bonus" Structure is removed before actual physical Structure damage is 
caused to the wonder. However, once this bonus Structure is all removed, the shields go down, reducing 
Durability to its unshielded levels. Once down, the shields cannot be reactivated for the rest of the scene. 


Prostasia and Radar: 


Any amount of Prostasia of nearly any sort is, when activated, enough to render its wearer or user invisible to 
radar, sonar, and similar mundane scanning technologies. 


Armor for Vehicles and Buildings: 


Armor for a vehicle or building usually have a Size equal to one-tenth the vehicle's Size. Smaller versions 
(one-twentieth the vehicle's Size) incur a -1 penalty, while large ones (two-fifths the vehicle's Size) grant a +1 
bonus but incur a -2 penalty to the vehicle's Handling. (Armor for buildings is often built extra-large because 
it doesn't matter how maneuverable a building is.) 


Data Security: 


Prostasia can also protect computers, servers, and other forms of data in the form of a password or 
sophisticated algorithm that prevents access. The password incurs a penalty to Computer checks and other 
attempts to access data equal to the genius’ Inspiration + Computer + the Core Modifier. Every Prostasia data 
security system comes with a password (usually a string of alphanumeric symbols to be entered into a 
computer) that allows access. A genius can give away the password freely, or change the password. Changing 
the password requires knowledge of the existing password and access to the data security software. The 
change takes only a single turn. There is nothing wondrous about the password. A data security system has 
no ongoing Mania cost. 
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Lockbox: 


A genius can use Prostasia to create a lockbox or secure room that cannot be accessed from the outside (or 
from the inside if the Genius wants to build a cell). This construction incurs a penalty to Larceny checks and 
other attempts to access the secured area equal to the genius’ Inspiration + Crafts + Core Modifier. The genius 
can freely build keys for this lockbox. The keys are not themselves wondrous and take no more time or Skill 
to make than regular keys, but only the genius who made the lockbox can make keys. Some geniuses prefer 
using codes, combination locks or attaching Automatic systems to their lockboxes that can recognize facial 
features or other traits. 


A lockbox has a Durability based on its Size (as if it were a vehicle) plus the genius’ Inspiration + the wonder's 
rank + Core Modifier. Lockboxes are very difficult to get into. A lockbox has no ongoing Mania cost. 


Architecture: 


In addition to adding Armor to a building, a scholar of Prostasia can simply build Wondrous structures. These 
are far more than just homes: Geniuses have built heatproof laboratories in the heart of a volcano and vast 
subterranean complexes to house their experiments. 


A Wonderous building can ignore the limits of material science allowing for bridges suspended on gossamer 
thin wires and cables with enough tensile strength to support orbital elevators. 


The additional Durability granted by Prostasia 2 can be included in a Wondrous structure at no extra cost. 
Prostasia eee Unusual Defenses 


As the Genius's grasp of Prostasia grows she gains the ability to defend against threats inconceivable to 
mundane science. She can guard her mind against psychic powers, protect her body from transformations 
that should be impossible and even build shields that protect against “magic”. Unusual Defenses never 
protect against damage to a Genius' Health box. Build Armor instead. 


Prostasia 3 Wonders usually protect a an individual Genius, if they are integral to a building or vehicle they 
protect the entire area at no additional cost. 


Mental Shield: 


Some Prostasia devices provide mental rather than physical shielding. Wonders of this sort protect against 
any type of mental attack rather than a physical assault. All attempts at mental control or psychological harm 
suffer a penalty equal to the genius' Inspiration + Academics + Core Modifier. 


Mental shielding also protects against most deleterious mental effects, auras, and fields that are not precisely 
"attacks," such as the Lunacy caused by a werewolf. (Geniuses are too crazy for Lunacy to touch them, but this 
effect can protect beholden or fellow-travelers.) If this deleterious mental effect allows for a roll (often 
Resolve + Composure), the shielding offers a dice bonus equal to the genius’ Inspiration + Academics + Core 
Modifier. If the mental effect has a variable effect based on the target's Willpower, add the genius’ Inspiration 
+ Academics + Core Modifier to the subject's Willpower for purpose of those rules (to a maximum Willpower 
of 10). 


Morphic Shield: 


Prostasia can be used to protect against unwanted Metaptropi transformations as well as similar 
transformations from other sources. All attempts to transform the Genius suffer a penalty equal to the genius' 
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Inspiration + Science + Core Modifier. 
Occult Shield: 


The World of Darkness is full of metanormal phenomena that have yet to be understood by a scientific or 
Inspired understanding of the world. A Genius can use Prostasia to defend against magical curses and strange 
spiritual maladies. All attempts to affect the genius with metanormal powers that work because of magic (that 
is most metanomral powers that are not related to Mania) and that do not fall under one of the previous 
Prostasia 3 Wonders or fill in Health boxes suffer a penalty equal to the genius’ Inspiration + Occult + Core 
Modifier. Occult Shields can be used to protect against magical scrying. 


Prostasia eeee Dimensional shielding 


Prostasia can be used to shield against scanning (Apokalypsi) and teleporting in or out (Skafoi). Activating a 
Prostasia field designed to keep out intrusion incurs a penalty to scanning and teleporting in equal to the 
genius’ Inspiration + Science + Core Modifier. This effect costs one point of Mania per rank per day of 
activation. Most Anti-Scanning fields are built as Integral to a vehicle or building, where they automatically 
protect the entire structure, or with the Expandable variable. 


Prostasia eeeee Impenetrable Defenses 


A Master of Prostasia can create defenses that are for all intents and purposes impenetrable. This functions 
much like Prostasia 2 Armor for vehicles and buildings except that it provides ten times the usual durability 
as the Genius hides behind rifts in space, pushes himself out of temporal synchronization or builds bunkers of 
transcendent materials that scatter the energy of incoming attacks into infinite parallel dimensions. Even a 
Genius’ Denconstruct Technology attack will not function against Prostasia of this level. 


So long as the Wonder is active no communication or interaction with the outside world is possible, 
teleporters and communicators are blocked entirely. A Genius can be perfectly protected from the world or 
able to interact with it but not both. Vehicles with integral impenetrable defenses cannot travel while the 
defense is active. Cunning Geniuses drop their defenses for mere seconds to allow pre-recorded Apokolypsi 
transmissions to go out to their allies and agents, and they hope their enemies aren't waiting in preparation. 


Variables of Prostasia: 

Ablative Armor: 

Rather than accepting one level of Armor per rank in Prostasia, a genius can instead select two extra Health 
levels. These extra Health levels are used up before the genius’ own real Health levels, and losing them incurs 
no penalties: they typically represent some kind of "energy screen" that exists between the genius and harm, 
and that attacks must burn through before they can reach the target beneath. (In other words, do not use the 


Temporary Health Dots rules in the World of Darkness Core Rule Book.) 


The genius can combine these two types of protection. For example, a genius with one dot in Prostasia could 
give himself Armor-1 and four extra Health levels, or Armor-2 and two extra Health levels. 


A genius activates and restores ablative armor by spending Mania. Every point of Mania adds or restores one 
Health level of ablative armor, up to the armor's maximum rating. Once Mania points are spent on ablative 


armor, the Health levels bleed away at a rate of one point per day. 


Vehicles gain extra Structure levels instead of extra Health levels, but the system works the same way. 
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Ablative armor that is also a "shielding device" gains no bonus from that variable but also need not pay 
additional Mania. 


Ballistic/General Rating: 

By default, wonders of Prostasia protect equally against ballistic and general damage. This variable allows the 
genius to increase ballistic protection by one (and only one) and reduce general protection by one, or vice- 
versa. 

Barrier: 

An "expandable" shield can be made physical to block people and objects, rather than just attacks. This 
reduces the shield's Armor rating by one. The barrier gains a resistance equal to the Armor rating to resist 
entrance. Anyone trying to enter must roll Strength + Stamina - the barrier's Armor to push through. Trying 
to bash through a barrier causes one point of Bashing damage per attempt unless the attacker is wearing 


armor. 


Since barriers block direct physical contact, they are sometimes used to prevent Havoc by dialing their 
expansion all the way down, creating a form-fitting insulating "glove" around the object. 


Dramatic Failure: The attacker suffers a number of Health Levels of Bashing damage equal to the barrier's 
Armor rating and is knocked prone. She cannot attempt to break through the barrier again for the rest of the 
scene. 

Failure: The attacker cannot get through that turn. She can try again. 


Success: The attacker forces her way through the shield. 


Exceptional Success: The attacker forces her way through the shield and disrupts the shield, causing it to shut 
down. It can be reactivated normally with Mania on the genius’ next turn. 


Bulletproof: 


The armor is bulletproof, turning any ballistic attack's damage from Lethal or Aggravated to Bashing. This 
incurs a -1 penalty. 


Cage: 
A shielding device with the "barrier" variable can be turned inside out, turning it into a mechanism for 
holding people or things. The cage gains a resistance equal to its Armor rating to resist escape. Anyone trying 


to get out (or in) must roll Strength + Stamina - the cage's Armor to push through. 


Dramatic Failure: The attacker suffers a number of Health Levels of Bashing damage equal to the barrier's 
Armor rating and is knocked prone. She cannot attempt to escape again for the rest of the scene. 


Failure: The attacker cannot get through that turn. She can try again. 
Success: The attacker forces her way out of the cage. 


Exceptional Success: The attacker forces her way out of the cage and disrupts it, causing it to shut down. It can 
be reactivated normally. 


247 


These wonders are often combined with Automata to make traps. 
Expandable: 


The genius’ shielding can be extended dynamically to protect others. This reduces the wonder's Core Modifier 
rating by one. 


Expandable shields are dynamic. The Genius can increase or decrease the size of the shield with an instant 
action. This may incur further reductions to the Core Modifier. 


Modifier Modifier Modifier Modifier Modifier 
Shield Diameter (Brostasi' 6) (Prostasia (Prostasia (Prostasia (Prostasia 
eo) eoce) eoce) eccce) 
5 yards -1 0 0 0 0 
10 yards -2 0 0 0 0 
20 yards -3 -1 0 0 0 
40 yards -4 -2 0 0 0 
80 yards -5 -3 -1 0 0 
200 yards -6 -4 -2 0 0 
1,000 yards (% mile) -7 -5 -3 -1 0 
1 mile -8 -6 -4 -2 0 
2 miles -9 -7 -5 -3 -1 
20 miles -10 -8 -6 -4 -2 


Expandable shields do not normally provide protection against attackers that are inside the shield, unless the 
genius specifies that the shield is an expandable "field" that reduces all attacks that occur within. 


Heavy Armor: 


A suit of physical armor incurs a -2 penalty to Move and a -1 penalty to Defense and has a minimum Strength 
requirement equal to the wonder's rank, but also grants a +1 bonus to Armor. 


Invulnerable: 
The Prostasia armor ignores the Armor Piercing quality of any mundane attack. Armor Piercing bonuses from 


Katastrofic weapons, other wonders, or other metanormal sources still apply. Further, the armor ignores five 
points of "automatic success" damage (from explosive force attacks, railguns, etc.) from any source, mundane 
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or otherwise, per point of Armor. 

This variable can only be applied to Armor, not Durability. 
This variable incurs a -1 penalty to Armor. 

Limited Protection: 


The wonder protects only against one type of attack. Common attack types include heat, cold, electricity, 
radiation, poison and acid, ballistic attacks (gunfire), physical attacks (swords and blunt trauma), and 
gravitational attacks. 


The wonder grants an additional +2 to Armor, but only against that one type of attack. Other attacks pass 
right through it. 


Opaque to Air: 


Ordinary shields and armor allow air to filter through, which means that the genius can breathe, but is 
vulnerable to gas-based attacks. Armor that is opaque to air does not allow any air to pass through, which 
protects the user against poison gas, but the genius must supply his own air. There is no cost or requirement 
for this variable. 


Reflection: 


Any ranged attack that does not hit the target (no successes) bounces back to strike the attacker. The 
reflected attack dice pool is equal only to the attacking weapon's damage (minimum of 1) minus any 
modifiers for range, etc. 


This variable incurs a -1 penalty. 
Targeted Deflection: 


Certain shields require the user to spend an action and actively deflect the attack. This is appropriate for 
small physical shields, bullet-deflecting bracers, and energy swords that can swat lasers out of mid-air. The 
shield does not work if the user does not take action, but if the genius engages in active deflection (requiring 
an action), roll Dexterity + Weaponry and add the number of successes to the Prostasia's Armor rating for 
that round. 


Geniuses cannot deflect area attacks. 


If this variable is combined with the "reflection" variable, the genius must choose whether to deflect normally 
or to reflect each ranged attack. (Melee attacks can be deflected normally but not reflected.) If the genius 
chooses to reflect and the attacker misses, the Dexterity + Weaponry roll is at -2, but the genius adds his 
Dexterity + Weaponry pool to the basic damage dice for the reflection. 


Vest: 


The armor is only a vest, breastplate, or something else that can fit under a bulky jacket. Its effectiveness is 
reduced by 1, and called shots to the head or limbs ignore the armor. Spotting a vest beneath a coat or heavy 
shirt requires a Wits + Crafts check with a penalty equal to the genius’ Inspiration. (If worn under a light shirt, 
the Inspiration penalty does not apply.) A vest cannot be "heavy armor." Vests are not pressure-resistant and 
does not function like a space suit or diving suit. A vest is half the Size of the wearer. 
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